Learning at the digital
ohysical interface

How can we design technologies to support learning
and engagement
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Engagement & understanding

* Digital tools can successfully build a bridge between engagement and
understanding (not directly learning)

* Provide an in-depth understanding of the subject matter

* Analysis and understanding the audience through data capture and
Interaction
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LEVEL 3 - ADVANCED WATER TREATMENT
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User centric

* Understanding how audiences interact digital products
* Takes a combination of different processes, skills, and disciplines

* Challenge to identify a “unique creative” concept for presenting
complex systems in an engaging way



Discovery + Research
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Insights + Ideation
S,

Design Concepts

Detailed Design + Visual Storytelling
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TASKS

What tasks are users trying to
complete? What questions do
they need answered?

INFLUENCES

What people, things or places
may influence how the user
acts?

FEELINGS

How is the user feeling about
the experience? What really
matters to them?

NAME

PAIN POINTS OVERALL GOAL

What pain points might the What is the users ultimate
user be experiencing that they goal? What are they trying to
hope to overcome? achieve?




Engagement

* Collaboration and negotiation
* Social interactions
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Building Catchment Resilience

* Range of different user types

* VR application

* Highly complex system

e Data driven

* Presentation of mathematical modelling
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Thanks very much



